
A TROLL LEARNING CENTER 

This unit contains: An "I CAN READ" Book 
with matching READ-ALONG Cassette, Guide 

and MICRO-SOFTWARE Disk. 












































A TROLL 

LEARNING CENTER 


Here's the perfect combination for helping children 
build strong reading and learning skills. 

Children start with the I CAN READ book first or 
follow along as they listen to the lively word-for-word 
cassette. Then they turn to the micro-software for fun- 
filled computer activities that focus on learning and 
language skills. 


THIS UNIT CONTAINS: 

a 48-page "I CAN READ" Book 
matching READ-ALONG Cassette 
a User's Guide 

a MICRO-SOFTWARE Disk 
with 4 exciting learning games 


TROLL ASSOCIATES 

320 Rt. 17, Mahwah, N.J. 07430 
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COURSEWARE 

USER’S GUIDE 


Troll Micro-Software 








































CREATURES OF 
THE NIGHT 

USER’S GUIDE 

How to Use This Program 

Before using the program disk, the child should first read the book, or listen 
to the audio cassette, or use the book and cassette as a read-along. 

After the child is familiar with the story, the program disk can be used. The 
four learning games it contains are based on the story, and successful completion 
of the games requires information found in the story. 

About the Games 

The games on the micro-software program disk are fun. They also strengthen 
important learning skills. The games can help a child read with more 
understanding. They can enrich the child’s vocabulary. What’s more, the child can 
go back to a game again and again—having fun, but also practicing reading and 
language skills at the same time. 

The games may be played in any order. Instructions are provided on the 
screen when they are needed. To obtain additional help while a game is in 
progress, simply press the H key.* 

Getting Started 

Insert the program disk into the disk drive with the label facing up and the 
oval cut-out facing away from you. Close the door on the disk drive and turn on the 
monitor and computer. The red light on the disk drive will light up as the program 
loads. 

Note: Some Apple computers require that PR#6 be typed before the 
program begins loading. 

Note: On the Apple lie, make sure the CAPS LOCK key is down. 

When the program has loaded, the Troll logo will appear, followed by the title 
of the program. Then the game menu will appear. Select the game you want to 
play, and press the indicated key. That game will automatically load and run. 

During the game, the sound may be turned off or on by pressing the S key.* 

As the sound is turned off or on, a tone will be heard. 

When you have finished playing the game, you will be offered the option of 
playing the same game again, or returning to the game menu. 

Note: To return to the game menu while any game is in progress, 
press the CONTROL and X keys simultaneously.* 

If the Q key is pressed while the game menu is displayed, the program will 
end. To restart the program, follow the instructions under “Getting Started.” 

Remember, the H key calls for help. The S key turns the sound off or on. 
Control-X returns you to the game menu while a game is in progress. 

*The H, S, and CONTROL-X keys are active at the following times: 

A) In Game A, when the question appears, “WHICH WAY WOULD 
YOU LIKE TO MOVE?” 

B) In Game B, when the instruction appears, “ READ THE SENTENCE, 

THEN PRESS SPACE BAR.” 

C) In Game C, when the instruction appears, “PRESS A, B, OR C.” 

D) In Game D, when the pointing arrow is on the screen. 




Using The Games 

MOUSE HOUSE 

(Reading Comprehension) 

Can you move the mouse through the maze? Press 
U, D, L, or R to move Up, Down, Left, or Right. But 
watch out! Hidden in the maze are true/false questions 
based on the story. Before you can go, you must 
answer correctly when asked if a statement is true or 
false. The statements are chosen at random by the 
computer. To get through the maze, at least 8 
statements must be answered correctly. The score is 
shown at the end of the game, including the number of 
questions asked and the number of correct answers 
given. 


WORD CATCHER 

(Using the Right Word) 

Can you catch the missing word? Three words are 
moving along the conveyor belts, but only one will 
correctly complete the sentence. Read the sentence, 
then press 1, 2, or 3 to choose the correct word. The 
faster you do it, the more points you’ll win. The more 
you answer correctly, the faster the conveyor belts 
move and the more points you win for correct answers. 
Incorrect answers slow the conveyor belts down and 
lower the number of points you can win. After twenty 
sentences, you may play the game again, or return to 
the game menu. 







MAKE A FACE 

(Word Definitions) 

Make the faces of your favorite creatures appear 
like magic! First read the sentence. Then press A, B, or 
C to choose the best meaning for the underlined word. 
With a correct answer on the first try, a face gradually 
appears in the darkness and you win 3 points. With a 
correct answer on the second try, part of a creature’s 
face appears and you win 1 point. After two wrong 
answers in a row, you lose 2 points. Sentences are 
chosen at random by the computer. After ten 
sentences, you may return to the menu or play Round 
2, which consists of ten different sentences. The 
maximum score after two rounds is 60 points. 


NIMBLE 

(Synonyms, Antonyms, 
Homonyms) 

Get ready for fun with words! For each target 
word that comes up on the screen, the computer will 
tell you to look for either a synonym, an antonym, or a 
homonym. Choose from the ten words listed. Just 
move the pointer to your choice by pressing the space 
bar, then press RETURN. If your choice is wrong, you 
get another chance. For each correct answer on the 
first try, you win 200 points. If it takes two tries to get 
the correct answer, you win 150 points. If it takes three 
tries, you win 100 points. After ten target words, you 
may return to the game menu or play Round 2, with ten 
different target words. You may also play a third round 
if you wish. The maximum score after three rounds is 
6000 points. 








System Requirements 

1. Apple lie, Apple II +, or Apple II (with Applesoft) and 
at least 48K of RAM. 

2. One disk drive. 

3. A TV set or video monitor (color is recommended). 

Program Components 

1. One micro-software program disk. 

2. One copy of a paperback / Can Read book. 

3. One read-along cassette with narration that 
follows the book word-for-word. 

4. One user’s guide. 






Care of Disks 

The micro-software program is recorded on the magnetic 
coating of the program disk, which is permanently sealed inside 
a protective cover. Do not touch the surface of the disk that is 
visible through the oval cut-out in the protective cover. When the 
disk is not in use, it should be returned to its own envelope and 
stored in a safe place away from dust, magnetic fields, and 
temperature and humidity extremes. Do not bend, staple, or write 
on the disk or its protective cover with ball point pen or pencil. 


Warranty 

Troll Associates provides a lifetime guarantee on Troll micro¬ 
software disks. If this program disk is accidentally damaged or 
ever fails to load or run, simply return it to us for a free 
replacement. 


Apple II, II +, and lie are registered trademarks of Apple Computer, Inc. 


Troll Associates 

320 Rt. 17, Mahwah, N.J. 07430 


© 1984 Troll Associates, Inc. 
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What a beautiful day! 

The sun is shining. Birds are singing. 
Bees are buzzing. Butterflies fly from 
flower to flower. Chipmunks scamper for 
nuts and seeds. All day long, the 
animals of the day are busy. 
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Now the sun has dipped below 
the trees. Darkness is falling on 
the fields and forests. The animals 
of the daytime have settled down 
for the night. 




The moon is out, and the 
stars are twinkling. The animals 
of the daytime are silent. 

But if you listen closely, you 
can hear something else. 

Shhh... listen! 





.V;\v; 


Can you hear the creatures 
of the night? 

Some of them move around on the 
ground. Others climb about in the 
trees. Still others fly through the 


Can you hear them? Do you see them? 




Fireflies, or lightning bugs, 
fly around looking for mates. Special 
chemicals mix inside their bodies as they 
fly. The chemicals make a light inside 
the lightning bug. This is why 
fireflies are easy to see when it 
is dark. 
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Moths are easy to see when 
they fly near bright lights. Moths 
are related to butterflies. But when 
the sun goes down and the butterflies 
go to sleep, the moths fly about, 
searching for flowers. 











Each moth sips the nectar 
through a long tube that works 
like a straw. When the tube is 
not being used, it is curled up 
like a spring. 
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There are thousands of kinds 
of moths. Some are painted green, 
gold, pink, or even blue. Some of 
these moths do not taste good. Their 
bright colors warn their enemies not 
to eat them. So they do not have to hide. 
















But many moths would make tasty 
dinners for the spiders or frogs or 
lizards that are out looking for a meal. 
So these moths often have dull colors 
to help them hide in the night. 





the strangest creatures 
night are bats. Bats are the only 
als in the world that have wings and fur. 
Many animals have fur, but they do not have wings. 
















A bat’s wings are made 
of thin skin. This membrane, or thin 
skin, stretches between the bones of the 
fingers and the legs. Bats also have a 
tail membrane. It stretches from one leg 

to the other. 







Bats use the claws on their feet 
to hang upside down. That’s how they 
all through the day. Some sleep in caves. 
Others sleep in trees or in empty 
buildings. Sometimes bats sleep 
in attics. At night, they fly 
outside to hunt for food. 



Most bats eat insects that 
fly at night—like mosquitoes and 
moths and gnats. They catch their 
food in the air. A bat uses its wings 
like a broom. It sweeps an insect 
into its tail membrane. Then it 
bends its head down and eats the insect. 














To take a drink, a bat flies low 
over a pond or lake. It skims the surface 
of the water with its lower jaw. 
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When a bat flies, it makes 
special sounds. People cannot hear 
these sounds, but the bat can. Each sound 
bounces off the flying insect, and an echo 
comes back. The bat hears the echoes and knows 

exactly where the insect is. 
That’s why bats are such good flyers. 
They can find their way around on the darkest nights, 

without bumping into anything. 






Many animals of the night 
have large ears, so they can hear 
what they do not see. Mice cannot 
see well, but they have large ears 
and excellent hearing. They also have 
long whiskers that help them feel their 
way around as they search for food. 










In fields and forests, 
most mice eat seeds, grain, plant stems, 
and roots. They dig down into the ground 
to build their nests. Then they line 
them with soft grass. 








The grasshopper mouse lives on the 
desert or prairie. It makes its home 
in an old burrow that may have been dug 
by a prairie dog or a gopher. 










Grasshopper mice like to eat animals 
instead of plants. They search for worms 
and scorpions, and other small creatures of the 
night. But they get their name from their 
favorite food—grasshoppers! 


i 





Many other animals that live on the desert and 
prairie are creatures of the night. It is too hot 
during the day to move around much. So pocket mice 
and kangaroo rats curl up in their cool bedrooms 
below the ground. 













Here and there a ground squirrel pokes its 
head up out of its burrow. Sleepy lizards and 
snakes move from the sun into the shade, 
where it is cooler. 






But at night, the desert comes alive. 
A pocket mouse steals out, looking for seeds. Soon the fur-lined 
pockets on the sides of its neck are full, so it scampers down 
to its underground storeroom. Kangaroo rats hop around on 
their hind legs—just like tiny kangaroos. When they have 
to, they can jump as far as fourteen feet in one hop! 
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Ground squirrels are out, gathering nuts and grain 
They also chase after insects and mice. But when 
a coyote comes looking for a meal, the 
ground squirrels hurry into their 
homes. There they are safe from 
coyotes, and from foxes and 
owls—but not from 
snakes and badgers. 









Snakes are thin enough to slither 
down inside a ground squirrel’s or a 
prairie dog’s burrow. Sometimes 
a rattlesnake will move right in 
and make itself at home. 




In the desert, owls sometimes make 
their homes in hollowed-out cactus plants. 
But in the forest they roost, or settle 
down to rest, in trees. 
Their big eyes can spot a mouse, 
rabbit, or squirrel on the darkest night. 





own and 

grabs its prey in its sharp talons, or 
claws. Back in its nest, it uses its 
curved beak for ripping and tearing. 
Owls gulp down their prey—feathers, 
fur, bones and all. 









There are many different kinds 
of owls. All are night hunters. 

The smallest is the elf owl. It is 
only about the size of your hand. 

It lives in hot desert lands. 







The largest is the gray owl. 
It can stretch out its wings 
farther than you can stretch 
your arms. It lives in the 
forests of Alaska and Canada. 






•fj 



■!}% 



Did you ever try to fool someone by "playing possum”? 

We get this name from a creature of the night called the opossum. 





en the opossum is afraid, it 
sometimes rolls over and pretends to 
be dead. Then, when its enemy looks 
the other way, it climbs a tree to 
get away. It can even hansr 
tail, like a monkey. 











An opossum mother keeps her babies 
with her all the time. When they are 
born, they are very tiny and helpless. 
They stay in their mother’s pouch. 

Later, they ride on her back. 

Finally, they are strong enough 
to walk and climb and search for 
food. "Possums” 
and 
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Is this a walking pincushion? 
A porcupine’s body is covered with long, stiff quills. 
Each quill has tiny sharp hooks on the end. 

Sometimes a coyote or wolf or lynx 
gets too close. Then it gets 
stuck with the porcupine’s 

quills. 










Porcupines sleep during the day 
in holes in the ground, or between rocks. 
At night, they climb into evergreen trees 
to eat the tender bark. 
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Skunks eat different kinds of food. 

They roam through the woodlands at night, 
looking for insects, fruit, small furry animals, eggs, 
nuts, and grass. Their favorite food is caterpillars. 




Sometimes a skunk is annoyed by 
someone or something. When this happens, 
the skunk raises its tail. Then it stamps 
its front feet. If this warning is ignored, 
the skunk lets out a foul smell. 

That’s enough to chase 

anyone away! | 
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odors or sharp quills or by playing possum. Instead, 
they build special houses that keep them safe from their 
enemies. All night long, they are working and building. 
Beavers use their sharp teeth to gnaw through trees. 











Then they build a dam to make a porid. 

In the middle of the pond, they build a lodge or house. 

It has an underwater entrance, to keep visitors out. 

But the beavers can swim in and out easily. With their 
webbed feet and flat tails, they are at home in the water. 
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Crash. Bang. Who’s out there by the garbage can? 
It’s the midnight thief! The clever raccoon uses 
its paws just like hands. It quickly learns to 

problems... like how to open a garbage can 
to find scraps of food. 











When the sun comes up, the raccoons are 
. All the creatures of the night seem 
se vanished. And by the time you wake 
up, they are already sound asleep for 

another day. 



















But when darkness comes again, 
the animals of the night will be back... 
creeping and climbing, swooping and flying. 
They will be slithering and scurrying and 
snooping around, looking for something to eat 
So if you hear a sound in the middle 
of the night, take a peek out of your window. 
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